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STONEBOUND SECRETS 


4 r™ HAPE THE LAND AND OBLITERATE YOUR 
opponents with the most solid of elements. 
& Bend surfaces to your will and create 
i ' impossible battlefields for your enemies. 
Conjure instant structures and constructs to 
bring protection and victory to your allies with this 
Earth Spell Compendium for D&D5e. 
Some of the spells are inspired by various games, 
shows and books. Along with their description, you'll 
find the source of inspiration for such spells. 


EARTH SPELLS 


CANTRIPS 
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QUAGMIRE’S EARTH LANCE 
cantrip conjuration, inspired by Mushoku Tensei 


Casting Time: 1 action 

Range: 60 feet 

Components: S, M (a round smooth stone) 
Duration: Instantaneous / 1 minute 
Classes: Artificer, Druid, Sorcerer, Wizard 


You extend your hand towards a surface you can see 
within range and create one of the following magical 
effects: 


e You cause an earth spike to emerge 5 feet high from the 
ground. If a creature stands on this location, they must 
succeed a Dexterity saving throw or take 1d8 piercing 
damage. The spike returns to it’s surface afterwards. 

e You cause an Earth Pillar to emerge from the ground, 
being up to 3 feet wide and 10 feet high. The pillar has 
an AC of 10, 15 hit points and is immune to necrotic, 
poison and psychic damage. After a minute passes or 
it’s hit points are reduced to 0, the pillar breaks and 
returns into the surface it came from. You can only have 
one of these pillars active at any given moment. 


y At Higher Levels. The pillar’s health increases by 5 and 
‘ the spike’s damage increases by 1d8 when you reach 5th 
(20, 2d8), 11th (25, 3d8) and 17th (30, 4d8) level. 
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STONEBOUND SECRETS 


GROUND SURF 


cantrip transmutation, inspired by Avatar: The Last 
Airbender 


Casting Time: 1 bonus action 

Range: Self 

Components: S 

Duration: Concentration, up to 1 round 
Classes: Bard, Druid, Sorcerer, Wizard 


Bend the earth on your feet, forming rock waves to surf 
through the ground. Your walking speed increases by 10 
feet and you can move up, down, and across vertical 
surfaces. Both of these effects last until the start of your 
next turn, or when you lose concentration. 
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RocK BULLET 
cantrip evocation, inspired by Mushoku Tensei 


Casting Time: 1 action 

Range: 90 feet 

Components: S, V 

Duration: Intantaneous 

Classes: Artificer, Druid, Sorcerer, Wizard 


You conjure small bullet made of rock and precisely shoot 
at the weak spot of a creature within range. Make a ranged 
spell attack against the target for 1d6 bludgeoning damage 
on a hit. Aditionally, on a critical hit, the target becomes 
stunned until the start of your next turn. 

The spell creates more than one bullet when you reach 
higher levels: two bullets at 5th level, three bullets at 11th 
level, and four bullets at 17th level. You can direct the 
bullets at the same target or at different ones. Make a 
separate attack roll for each bullet. 


SAND CLOUD 


cantrip conjuration, inspired by Mushoku Tensei 


Casting Time: 1 action 

Range: 60 feet 

Components: S, V, M (a handful of sand) 
Duration: Intantaneous 

Classes: Artificer, Bard, Druid, Sorcerer, Wizard 


You compress sand into a small pebble and shoot it at a 
creature within 60 feet from you. Choose between 
targetting their mouth or eyes. The target must succeed a 
Dexterity saving throw or become either mute or blind 
according to the chosen target. The spell effects end at the 
start of your next turn. 
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1SsT-LEVEL SPELLS 
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ALCHEMIZE WEAPON 
1st-level transmutation, inspired by Full Metal Alchemist 


Casting Time: 1 bonus action 

Range: 5 feet 

Components: S, M (a combination of earth and minerals 
worth at least 5 gp) 

Duration: 8 hours 

Classes: Artificer, Ranger, Sorcerer, Warlock 


While touching the materials, you transmute them into a 
weapon you are profficient with. If it’s a ranged weapon, 
you may also create 20 ammunition alongisde it. You can 
use your spellcasting ability modifier to attack with this 
magic weapon. After 8 hours passes, the weapon and 
ammunitions created by the spell turn back into the spell’s 
material components. 
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COMBAT ALCHEMY 
1st-level transmutation, inspired by Full Metal Alchemist 


Casting Time: 1 bonus action 

Range: Self 

Components: S, M (Special) 

Duration: Concentration, up to 1 minute 
Classes: Artificer, Ranger, Sorcerer, Warlock 


You press your hands together and use your being as an 
internal transmutation circle. While you maintain 
concentration, you can use your action to morph your 
surroundings and send them towards a creature you can 
see within 30 feet of you. Make melee spell attack against 
them for 2d8 bludgeoning damage. 

At Higher Levels. When you cast this spell using a spell 
slot of 2nd level or higher, the damage and attack range 
increases by 1d8 and 10 feet for each slot level above 1st. 
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DOMINUS LAPIDIS 


2nd-level abjuration, inspired by Genshin Impact 


Casting Time: 1 action 
Range: Self (Touch) 
Components: S, V 


Duration: 1 minute 
Classes: Cleric, Druid, Paladin, Wizard 


You conjure small stone steles that float around you, 
projecting an energy shield that protects you. The shield 
starts with 1d6 + 5 hit points and has resistance to 
bludgeoning, slashing and piercing damage. Whenever you 
would take damage, the shield takes it instead. While the 
shield remains, you are immune to being grappled or 
pushed. After the shield reaches 0 hit points, it dissapears. 
If the damage surpasses the current hit points of the 
shield, you take the difference in damage. You can only 
have one instance of Dominus Lapidis active at any given 
time. 

At Higher Levels. When you cast this spell using a spell 
slot of 3rd level or higher, the shield hit points increase by 
5 for each slot level above 2nd. 


JADE SCREEN 
2nd-level conjuration, inspired by Genshin Impact 


Casting Time: 1 bonus action 
Range: 60 feet 
Components: S 


Duration: Concentration, up to 1 minute 
Classes: Artificer, Cleric, Druid, Wizard 


You conjure two stone spires with jade crystals on top of 
each other. The spires must appear on two different 
unoccupied 5-foot squares, and be at most 20 feet apart 
from each other. They are 3-feet wide and 10-feet tall, and 
project a translucid screen on the space between them. 
Once per round, when a projectile passes through the 
screen, you may create a jade copy of of it and target a 
creature within 60 feet of any spire. Make an ranged spell 
attack against the target for 2d8 bludgeoning damage. 

At Higher Levels. When you cast this spell using a spell 
slot of 3rd level or higher, the damage increases by 1d8 for 
each slot level above 2nd. 


QUAGMIRE’S EARTH CANNON 
~N 
2nd-level evocation, inspired by Mushoku Tensei 


Casting Time: 1 action 

Range: 120 feet 

Components: S, M (a handful of rock pebbles) 
Duration: Instantaneous 

Classes: Artificer, Sorcerer, Wizard 


You conjure, compress and spin massive amounts of stone 
into a single small bullet, releasing it at full force against a 
creature within range. Make a ranged spell attack against 
the target. On a hit, they take 2d12 + your spellcasting 
ability modifier as piercing damage. Afterwards, the stone 
bullet loses momentum and dissapears into dust. 

At Higher Levels. When you cast this spell using a spell 
slot of 3rd level or higher, the damage increases by 2d12 + 
your spellcasting ability modifier for each slot level above 
2nd. 


3RD-LEVEL SPELLS 
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CEREMONIAL CRYSTALSHOT 


3rd-level evocation, inspired by Genshin Impact QUAGMIRE 


Gasting Time: action 3rd-level transmutation, inspired by Mushoku Tensei 


Range: Self (30-foot cone) Casting Time: 1 action 

Components: S, V Range: 90 feet 

Duration: Instantaneous Components: S, M (On description) 
Classes: Artficier, Druid, Sorcerer, Warlock, Wizard Duration: Concentration, up to 1 minute 


You violently shoot crystalized rocks on a 30-foot cone in Be ett De ee 


front of you. Creatures in the area must make a Dexterity You place your palms into the ground, causing a 30-foot 
saving throw. On a failed save, they take 4d8 bludgeoning square patch of dirt, earth, stone or any combination of 
damage and are pushed 30 feet away from you. Ona said components in range to become a quagmire. Walking 
success, they only take half the damage rolled and aren’t through the area makes you spend 1 extra feet of 
pushed backwards. movement for each feet you move. Aditionally, creatures in 
At Higher Levels. When you cast this spell using a spell the area sink into the quagmire, having limited movement. 
slot of 4th level or higher, the damage increases by 1d8 for While on this state, they gain disadvantage on all their 
each slot level above 3rd. attacks, Dexterity saving throws and Concentration 


checks. Attacks against sunk creatures have advantage. 
When a creature leaves the area, they must succeed a 
Strength saving throw or fall prone. 
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EARTH HEDGEHOG 
3rd-level conjuration, inspired by Mushoku Tensei 


Casting Time: 1 action 

Range: 90 feet 

Components: S, V 

Duration: Instantaneous 

Classes: Artficier, Druid, Sorcerer, Warlock, Wizard 


Summon a large amount of earthen spikes on a 15-foot 
radius cilinder centered on a point in a surface you can see 
within range. The spikes grow up to 10 feet in height and 
destroy anything on it’s path. Non-magical objects on the 
area that aren’t being carried are immediately destroyed, 
while any creatures in the area are forced to make a 
Dexterity saving throw. On a failed save they take 4d8 
piercing damage, or half as much on a success. 

Afterwards, the area becomes difficult terrain until the 
spikes are destroyed. You may clear a 5-foot square 
affected by spikes by dealing at least 10 damage against it 
on a single hit. The spikes have resistance against slashing 
and piercing damage, and are immune to necrotic, poison 
and psychic damage. 

At Higher Levels. When you cast this spell using a spell 
slot of 4th level or higher, the damage and radius increases 
by 1d8 and 5 feet for each slot level above 3rd. 
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O_ 
OPTIONAL RULE: JET CUTTER : 
Magical structures made of earth, rock and stone are 
vulnerable to damage done by water spells that deal piercing | 
or slashing damage. 

Shameless Plug. This optional rule combos nice with my 
Water Spell Compendium: Turn the Tides, that’s full of water 
spells for support and damage. 


STONEBOUND SECRETS 


4TH-LEVEL SPELLS 


FISSURE 
4th-level conjuration, inspired by DOTA 2 


Casting Time: 1 action 

Range: 60 feet 

Components: S, V, M 

Duration: Intantaneous 

Classes: Artficier, Druid, Ranger, Sorcerer, Wizard 


You slam the ground and create a fissure on a 5-feet wide 
and 60-feet long straight line in front of you. Creatures in 
the area are pushed 5 feet to either side of the fissure and 
must make a Dexterity saving throw. On a failed save, they 
take 4d8 bludgeoning damage or half as much ona 
success. 

Afterwards, a 15-feet high earth ridge elevates from 
fissure’s area. The ridge has resistance against slashing 
and piercing damage, and is immune to necrotic, poison 
and psychic damage. A creature may clear a 5-foot cube 
within the ridge by dealing at least 15 damage against it on 
a single hit. 

At Higher Levels. When you cast this spell using a spell 
slot of 5th level or higher, the range and height increases 
by 10 feet and 5 feet for each slot level above 4th. 


MAGMA FLARE 


4th-level evocation 


Casting Time: 1 action 

Range: 90 feet 

Components: S, V, M 

Duration: Instantaneous 

Classes: Artficier, Cleric, Sorcerer, Warlock, Wizard 


You create a massive boulder above your head and heat it 
until it melts to magma, shooting it onto a point within 
range. The magma splashes on 40-feet squares centered 
on the target point, cooling into stone after impact. 
Creatures in the area must make a Dexterity saving throw. 
On a failed save, they take 4d6 bludgeoning damage and 
4d6 fire damage, and become restrained until freed from 
the stones. On a success, they only take half the damage 
rolled and aren’t restrained. At the end of their turns, a 
restrained creature can make a Strength check against 
your DC to end the condition. 

Small non-magical objects that aren’t being carried in 
the area are immediately destroyed by the magma. Also, 
the cooled stone can be cleared by successfully making an 
Atlhetics check against your DC, or with the use of the 
Mold Earth cantrip. 

At Higher Levels. When you cast this spell using a spell 
slot of 5th level or higher, the range and height increases 
by 10 feet and 5 feet for each slot level above 4th. 


UNRAVELED EARTH 
4th-level conjuration, inspired by League of Legends 


Casting Time: 1 action 

Range: 60 feet 

Components: S, V, M 

Duration: 1 minute 

Classes: Artificer, Cleric, Druid, Ranger, Sorcerer 


You create a minefield of stone tablets on a 20-foot square 
centered on a point in a surface within range. The tablets 
are sensitive and when they detect movement, they vibrate 
violently to cause harm to it’s source. Whenever a creature 
moves 5 feet within the area, they immediately take 2d6 
bludgeoning damage and have their movement reduced by 
5 feet until the start of their next turn. The tablets last for 1 
minute, but you can use your bonus action to dispel them 
early. 
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5TH-LEVEL SPELLS 


CRYSTAL STORM 


5th-level transmutation 


Casting Time: 1 action 

Range: 120 feet 

Components: S, V, M (a small topaz geode worth at least 
50 gp) 

Duration: Concentration, up to 1 minute 

Classes: Cleric, Druid, Sorcerer, Warlock, Wizard 


You open a controlled breach into the Elemental Plane of 
Earth in the sky, summoning crystalized stones to rain 
upon your enemies. While you maintain concentration, you 
can use your bonus action to make 2 ranged spell attacks 
against creatures you can sense within range. On a hit, 
they take 2d6 bludgeoning damage and fall prone. 

At Higher Levels. When you cast this spell using a spell 
slot of 7th level or higher, the number of attacks increases 
by 1 for each two slot levels above 5th. 


Dust INFERNO 


5th-level transmutation 


Casting Time: 1 action 

Range: 120 feet 

Components: S, M (straws from a tumbleweed) 
Duration: Concentration, up to 1 minute 

Classes: Druid, Ranger, Sorcerer, Warlock, Wizard 


You create a vortex that summons dirt, dust and sand, 
creating a giant dust devil on a 15-feet radius and up to 90- 
feet high cylinder centered on a point within range. The 
area becomes difficult terrain and lightly obscured. 
Creatures inside it become blind and mute until they leave 
the area. Small objects that aren’t being carried in the area 
are scattered. 

You may use your bonus action to move the dust devil 15 
feet into a direction of your choice. When you lose 
concentration, the dust devil calms and disperses. 
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PRISON SAND BURIAL 


5th-level conjuration, inspired by Naruto 


Casting Time: 1 action 

Range: 60 feet 

Components: S, V, M (a gourd filled with sand) 
Duration: Concentration, up to 1 minute 
Classes: Druid, Sorcerer, Warlock, Wizard 


You surround a creature you can see within range in sand, 
attempting to create a coffin around them. The target must 

make a Dexterity saving throw. On a failed save, they 

become encased on a cube of sand filling their space. The 

target becomes incapacitated and immune to being 

affected by other effects outside the prison. At the end of 

the trapped creature’s turn they can make a Strength 

check to escape the spell’s effects. You can use your action 

to move the trapped creature alongside the prison 15 feet b> 
into a direction of your choice, dealing 3d6 to the creature. 

When the creature escapes or you lose concentration, the x. 
sand prison also dissapears. — 
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CREATE GOLEM 
6th-level conjuration 


Casting Time: 1 hour 

Range: Touch 

Components: S, M (stone boulders and magical gems worth 
at least 50 gp, which the spell consumes) 

Duration: 7 days 

Classes: Druid, Warlock, Wizard 


You give shape to boulders of stone, etching them with magic 
circuits to create a Stone Golem that obeys you. The materials 
used give life to the golem for 7 days. You can only have one 
golem at any given time by result of this spell. If you cast this 
spell to create another golem while you have another golem 
alive, the old golem crumbles and turns to dust. You can cast 
this spell again on your Stone Golem to restore all it’s hit 
points and extend it’s life for an additional 7 days. If the golem 


PLANET BEFALL 


6th-level evocation, inspired by Genshin Impact 


Casting Time: 1 action 

Range: 120 feet 

Components: S, V 

Duration: Instantaneous 

Classes: Cleric, Sorcerer, Warlock, Wizard 


You resonate with the Elemental Plane of Earth to 
summon a large meteorite and launch it into a point within 
range. When the meteorite falls, it crumbles and dissipates 
into pure elemental energy. Creatures inside a 40-foot 
radius sphere centered on the point of impact must make a 
Dexterity saving throw. On a failed save, they take 10d6 
bludgeoning damage and become petrified. On a success, 
they only take half the damage rolled and aren’t petrified. 
Petrified creatures can make a Strength check against 
your DC whenever they take damage or at the end of their 
turns to be freed from the condition. 

At Higher Levels. When you cast this spell using a spell 
slot of 7th level or higher, the damage increases by 2d6 for 
each slot level above 6th. 


has lived for 28 days, it’s lifespan becomes permanent. When 
the golem reaches 0 hit points, it dies and crumbles into dust. 

The golem takes it’s turn after yours. You can use your 
bonus action to command it, selecting one of it’s actions and a 
target. Until a new command is assesed, the golem uses all of 
his movement and actions fulfill the command. When the 
golem finishes it’s command or loses track of it’s target, it 
does anything possible to return to it’s creator, unless it was 
specified not to. If the golem has no commands active, it takes 
the Dodge action and follows it’s creator closely. Aditionally, 
you may spend 1 minute to write an automatic command onto 
the golem. You define a set of conditions that, when met, 
automatically activates a command for the golem. You golem 
can only have one automatic command at maximum, and you 
have to erase it to write a new one onto it. 

At Higher Levels. When you use a spell slot of 7th level or 
higher to cast this spell, the golem’s lifespan increases by 7 
days per slot level above 6th. 
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STONE GOLEM (SPELL) 


Large construct, true neutral 


Armor Class 10 + SAM* (Natural Armor) 
Hit Points 10 x SAM* 
Speed 4O0ft. 


STR DEX CON INT WIS) CHA 
22 (+6) ~—-:13 (+1) 


Damage Resistances Piercing and Slashing 

Damage Immunities Necrotic, Poison and Psychic 

Condition Immunities Charmed, Exhaustion, Frightened, 
Paralyzed, Petrified, Poisoned 

Senses Darkvision 120ft., passive Perception 9 

Languages Can understand it’s creator but can’t speak 


Magical Construct. Can only regain hit points through a special 
method known only by it’s creator. 

Immutable Form. The golem is immune to any spell or effect 
that would alter its form. 

Magical Resistance. The golem has advantage on saving 
throws against spells and other magical effects. 


ACTIONS 


Slam. Melee Weapon Attack: + SAM* to hit, reach 5ft., one 
target. Hit 4d8 + SAM* 


Help. The golem helps a creature within 5 feet of it, giving it 
advantage to the creature’s next roll. 


*SAM = Spellcasting Ability Modifier 
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20 (+5) 3(-4) 9(-1) 1(5)_ 
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7TH-LEVEL SPELL 


SHAPE LABYRINTH 


7th-level conjuration 


Casting Time: 1 round 

Range: 300 feet 

Components: S, V, M (a stone effigy worth at least 100 gp) 
Duration: Concentration, up to 1 hour 

Classes: Cleric, Druid, Warlock, Wizard 


To cast this spell you must forgo your action and movement 
for a whole round. You select any number of unoccupied 5- 
foot squares inside the range of the spell. While you are 
casting the spell, a fissure forms outlining the shapes made 
by the selected squares. The spell is cast at the start of your 
next turn. 
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When the spell has finished casting, all selected squares 
rise up until they’ve reached 90-feet high. If a creature is 
standing on top of a risen square, they are also elevated 
without any harm. The walls have resistance against slashing 
and piercing damage, and are immune to necrotic, poison 
and psychic damage. A creature may open a hole in the walls 
by dealing at least 20 damage against it on a single hit. When 
enough damage is done to open a hole, a 5-foot cube is 
cleared centered on the point where it was damaged. 

The walls dissapear after you lose concentration, slowly 
sinking back into the ground. Any creatures atop the walls 
are also descended to the ground, without any harm. If you 
manage to maintain concentration for 1 hour continuously, 
the effects of the spell become permanent. 

At Higher Levels. When you cast this spell using a spell 
slot of 8th level or higher, the range increases by 100 feet for 
each slot level above 7th. 


8TH-LEVEL SPELL 


VOLCANIC SURGE 
Sth-level transmutation 


Casting Time: 1 action 

Range: 500 feet 

Components: S, V, M (an obsidian crystal inscribed with 
sigils worth at least 200 gp) 

Duration: 1 hour 

Classes: Cleric, Druid, Warlock, Wizard 


You summon a conjoined breach into the Elemental Plane of 
Fire and Earth on a point in a surface you can see within 
range. When you cast the spell, the ground erupts ina surge 
of magma, destroying everything on it’s path on a 40-foot 
radius sphere centered around the point. Creatures on the 
area are immediately pushed 20 feet away from the blast and 
make a Constitution saving throw. On a failed save, they take 
10d6 fire damage and 10d6 bludgeoning damage. Ona 
success, they only take half the damage rolled. Non-magical 
objects and structures in the area are immediately destroyed. 

Afterwards, any surface on the affected area becomes full 
of cracks with flowing lava. Whenever a creature enters the 
area or ends their turn there, they immediately take 10d6 fire 
damage. After an hour passes, the breach dissapears and the 
lava cools into stone, becoming unharmful to creatures. 
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9TH-LEVEL SPELL 


CREATE CITADEL 


9th-level conjuration 


Casting Time: 1 minute 

Range: Self (1,000-foot cube) 

Components: S, V, M (a golden effigy adorned with precious 
gems worth at least 500 gp, which the spell consumes) 

Duration: Permanent, or until cast again 

Classes: Cleric, Druid, Wizard 


You take control of the area surrounding you, allowing you to 
create earthen structures on any unoccupied space of your 
choice on a 1,000-foot cube centered around you. The 
structures are built with any earthen materials available in 
the area and only take shapes that support real structures. 
The structures become rigid after the spell has finished 
casting. If the spell is interrupted, the structures turn back 
into their original materials. 

After the spell finishes casting all the strucutres become 
rigid and 40 Earth Wardens appear inside it to protect it. The 
constructs patrol around the city and defend it from it’s 
master’s enemies. The wardens regain all lost hit points at 
dawn. If you cast this spell again, your old citadel and all 
wardens protecting it crumble and turn back into it’s original 
materials. Creatures on the area of a dissapearing citadel are 
immedately buried in earth and take 2d10 bludgeoning 
damage. 
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EARTH WARDEN 


Medium construct, lawful neutral 


Armor Class 14 (natural armor) 
Hit Points 40(4d10 + 16) 


Speed 30ft. 
STR DEX CON INT WIS CHA 
16 (+3) 12 (+1) 


18 (+4) 3(-4) 7(-2) 1 (-5) 
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Damage Resistances Piercing and Slashing 

Damage Immunities Necrotic, Poison and Psychic 

Condition Immunities Charmed, Exhaustion, Frightened, 
Paralyzed, Petrified, Poisoned 

Senses Darkvision 60ft., passive Perception 7 

Languages Can understand it’s creator but can’t speak 

ee 


Immutable Form. The golem is immune to any spell or effect 
that would alter its form. 

Magical Resistance. The golem has advantage on saving throws 
against spells and other magical effects. 


ACTIONS 


Multiattack. The Earth Soldier makes two Earth Polearm 
attacks. 

Earth Polearm. Melee Weapon Attack: +6 to hit, reach 5ft., one 
target. Hit 5 (1d10 + 3) 


ADDITIONAL CONTENT 


Check out my other free homebrew! 


Spirit USER 

Channel spirit arts and form pacts with minor and major 
spirits with this new D&D 5e Homebrew class, inspired by 
Re:Zero. 


LIGHTNING STRIKES TWICE 
A compendium of lightning spells, full of damage spells that 
also have utility. 


BREAK THE ICE 
A compendium of ice spells, full of spells to freeze your 


enemies. 


TURN THE TIDES 
A compendium of water spells, full of support and control 
spells. 


PRIMAL INSTINCT 
A compendium of nature spells, with a new damage type, 
spells and rules to harness primal energy. 


WINDSONG WONDERS 
A compendium of wind spells, full of spells to pressure your 
enemies into distance or blowing them into chaos. 
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